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BACK FROM THE FUTURE 





This ze takes you into TY’s most exciting new action adventure — 

drama. -. Time Trax. As Captain Darien Lambert, cop of the future, 

you ll ieavel back to today’ s troubled criminal underworld to smash 

a ring of ruthless felons from the 22nd century. Your weapons Ais 

‘Inartial arts are way ahead of your time. But so are ‘the bad ows Sey a 
who a like nothing better than to say, “Youre A Lambert.” ‘ 
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winning scientist who has runentaes life Seatme telat fe: ae 


~ research in tele-transportation of particle mass, Sahmbi has 
developed T.X.P., the chemical needed to make molecules 
transportable, and the T.R.A.X. [Trans Time Research and 
ee Experimentation) time machine. 


oh hee 
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Sahmbi has been helping criminals in 
2193 buy themselves a future by P| 
escaping into the past — a past thathas 
no record of their crimes —a past that 
we know of as our present - 1993. 


the same year. 
Mordicai Gahabi 


fi. |. 7. won the 
e 
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| Prize for 

ics for his 
oretical work in 
le-lransportation 
Partical Mass. 
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SS SS) Sahmbi's price for 


<i transmitting these criminals 
if 200 years into the past? Their 

— - assistance in his plan for 

Ee b4 changing history and gaining» 

“\e control of the future. 





Fortunately, you as Captain 
Lambert have traced the 
ie tsa ysterions fugitive 

i - disappearances to Washington 

“af D.C and are about to use eS 
“ Sahmbi’s T.R.AX. machine to 
~ begin an epic manhunt across 
time. het ready fora wild 
tide through the nation’s 
capital [present and futurel 
— and far beyond as you track 
seal record: aia Darien down Sahmb1, assassin Sepp 
with captured T.R.A.X. time machine Dietrich and other fugitives 
as they attempt to flee from 
you, from the law — and Irom 93 
time itself, = 


If you are unable to find the fugitives and transmit them back to 2193 for 


sentencing, they will alter history — your history — and the future you 
return to will not be your own 





Control Functions: 
X Button 


- =). A Button 
Control Pad @. eo 22) ioe 


Start Button Start Button 


As Darien Lambert, you use your controller to - 


* move through the levels and landscapes of Time Trax, by walking or by using 
the pipes that hang above the landscape on several levels 

* fight and fend off your attackers 

* execute various special moves 


PRUSED RNS SEP Fas 





Here's how the various buttons work, alone and in combination, depending on 
whether you are moving, fighting, or using the pipes: 


Moving: 

Left/Right Walk left/right 

Ip Climb up ladder 

Down Crouch/climb down ladder 

Combat: 

¥ Button Attack — punch, kick, or use PPT 

X Button Time Stall 

A or B Button Jump 

Ip Block an attacker s blow or fire 

Down Duck 

Down and ¥ Foot sweep 

Ip and B hrab onto pipe 

While holding onto a pipe: Hs 
¥ Button Kick | 
Ip Lift legs 

Left/Right Move hand over hand left/right 

lp and B Vault from pipe 

Down and B Drop.from pipe 
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Mission Initiation: 


1. Turn off your Super Nintendo Entertainment System. Plug a game controller 
into your system. 


2. Insert the Time Trax Game Pak, label facing front, in the system slot. 
j. Turn on your Super NES. | 


When the title screen appears, you may 
select game options or start the game 
flirectly. After starting the game, you 
will be presented a brief biography 
and background information on Captain 
Lambert. At any point during this 
briefing, you may begin the game by 
pressing Start. 








visual recort: Captain Darien Lambert, 
Fugitive Retrieval Section 











Lives. This shows how ti many ‘lieest youl aves remaining, You srt with three. 


we, Le 


: a nergy ‘Bar. In each of your lives, you start out with four units of energy. 
You can add to ) your energy {to a maximum of eight units) by collecting all 


the letters SELMA. Your energy is drained when you take hits from enemies 
and projectiles, and fall victim to other hazards. Run out of energy, and you 
lose one life. 


Optional. Shows a picture of any special object you're carrying — such asa 
pass that will admit you to a secret room — appears here. You can carry only 


‘one special object at a time. 


Mental Power Meter. This is the amount of energy you have for using your 
Time Stalling technique. ‘While you Time Stall this energy slowly runs 


3 down, but il replenishes itsell When Time Salling) is not in use. 


Boss Meter. This seals only nail you're fighting the kingpin criminal on 
each level. It shows how much energy the bad guy has left. 
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| » 
Selma: ‘ 
f , 
| Emanating from your pocket-sized computer, Selma is the holographic 
sidekick that will provide information and advice between missions. Selma 
| is your key source of information. She introduces you to each new level of 4 
Time Trax, gives you clues, and assesses your performance. Remember: | 
| as long as you have Selma, you are not alone. 4g 
| Selma will appear in a briefing screen at the beginning of each level. 
| She will give you the following information: : 
Score SELMA letters collected EXTRA letters collected 
08 
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visual record: information display, SELMA unit 














Asa lew aaleeannent specialist you’ re an ailielk Street fighter in top 
condition. And you're going to have to use all your strength, cunning, and skill 
to overcome the many enemies, hazards, traps, and pitfalls you encounter. 

You ll have to leap across gaping chasms, and jump and duck to avoid 
projectiles, falling boulders, and other deadly objects. 


But you, Darien Lambert, are no ordinary police officer. After all, you come to 
this world from 200 years hence, and you have some very special powers, 
abilities, and technologies at your command that today’s law enforcement 
specialists can only dream about. Here's what they are and how they work: 


Mash-Ti. This is the martial arts regimen that you've brought back from the 
future. You use it when you punch, kick, climb, jump, crouch, and hang from 

~ pipes. You'll prosper by taking on your enemies in hand-to-hand combat rather 
than shooting them with your PPT (see below), because every knockout uppercut 
will loosen your enemy's valuable gold token. 


Weapons. In the century you come trom, firearms are illegal. So the only 
“conventional” Weapon youre equipped with is your Pellet Projection Tube, 

or PPT. It fires tiny chemical projectiles that penetrate the body without injury, 

stunning your target fora limited time. Keep in mind, though, that you have 

more to gain by taking on your enemies in hand-to-hand combat. 


Time Stalling. Beta wave training has given you extraordinary mind control, 
and your Time Stalling ability has saved your life on more than one occasion. 
By slowing down the rate of the visual images reaching your brain, this 
technique, in effect, puts reality into slow motion while you react with your 
normal speed and agility. When you're faced with certain death from an 
oncoming bullet or other threat, for example, you can use Time Stalling to 
escape. When you implement Time Stalling, your visual field takes ona 
different appearance. But remember: Time Stalling can be used only for 
limited spans, and requires a reservoir of mental energy. 


Collectible Items, Hidden Possibilities, and 
Special Hazards: 


The landscapes you travel in Time Trax feature all kinds of items that you must 
| collect and use. 


The metallic storage containers you come across contain various items, such as 
food, power-ups and bonuses. 


The crates and barrels you come across can be smashed and may release a token. 
Some crates can be pushed. 


Collectibles _ 


To keep up your energy, power up your combat moves, and gain bonus points 
and lives, you must collect various items along your way. 


| Food. You |! find hamburgers and sodas which restore your energy. 


 . 


7 , SELMA Spelling out SELMA will extend your energy bar by two 
10 \S/ wits, up tea maximum of eight units. 


e Shield. This makes you invulnerable to attack for a short period. 





9 
m 





- 


Combat power-up. You start the game with normal punches and 
kicks, but every time you pick up one of these power-ups, the force 
of your blows increases. 


Heart. This will restore your energy to full. 


— Gold token. You collect these from enemies you've dusted off in 


hand-to-hand combat. Each one is worth 100 points. 


PPT power-ups. These items boost the number of shots per volley, 
speed of fire, and impact power of your PPT. 


Mega Crush. These smart bombs will do damage to all the enemies 
On screen, destroying the weaker ones. 


FXTRA. Spell out EX TR A and and gain four extra energy 
containers. 





What Is Hidden: 


The levels of Time Trax also hold more than meets the eye. Certain elements of 
the scenery and items youll come across, if destroyed with a punch or PPT fire, 
will yield invisible bonuses or special items you can use. Or they may reveal! 
bonus rooms, secret passageways, and alternate routes. Explore, probe, 
investigate! 


Listen to Selma. At the beginning of each section, she'll give you clues as to the | 
whereabouts of special items ~ where to look for them and how to use them. , 
You cannot directly use these special items, but if you take them to the right 

place, they'll automatically take effect - and they 1] come in very handy! 


Lotsa Gotcha’s 


Watch out! There are also lots of hazards waiting to get you in Time Trax, 
such as: 


+ spiked traps 

+ walkways that collapse beneath you 
+ fugitives throwing grenades 

time bombs 

+ deep crevasses (jump!) 














You start in your own native time the’ on ames } 
as you begin your pursuit of the evil Mordicai 
Sahmbi. In this level, you must make your way 
through a secret part of the Smithsonian 
Institution as your search for Sahmbi's 
laboratory. Youll have to use all your skills and techniques to survive 
good training for the. much more difficult levels ahead. 


- Watch out for the security ‘ard he’s. one of Sahmbi ‘S stooges. Some of the 

wooden floors will collapse if you put your ‘wei at on them. And that red dot 

that follows you around the screen? It’s the sighting systems of an automated — z 
* ‘Maser cannon - a. it LSiays on Sl one enough to draw abead, you're toast. SEE Bi 
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You've found the lab. Now y you have to fight vial way aE Nes it, past guards, 
technicians, and other Sahmbi henchmen, to reach T.R.A.X., the time machine. 


a 


‘Be sure to time your p. psssase bags the security doors you encounter, as some 
af them are deadly. 
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Now you ve made it back from the future to the present, where ve 18 it when?) 3 
Sahmbi and his fellow fugitives are hiding out. SIP te he 


‘Unfortunately, there is also. a mad bomber loose 
in the building, planting time bombs. You must 
dlefuse the bombs before they explode. 











Level 4 +: Mea Ti Stree ahy 


Leaving the Smithsonian, you ve hit the city 
streets of Washington, D.C. This level involves 
you in an exciting motorcycle chase as you 
attempt to stop an aerial assassination attempt. — 
While fighting 22nd century attack robots, you |] 
also be pursued by one of Sahmbi s helicopters, 
manned by a machine-gun sharpshooter. 


Take heart: you can take down the chopperwith == = =  —~——~S 
; 
; 





repeated hits on it. And watch out, too: the helicopter i is not the only thing 
trying to do you in. 


As you pursue one of iSahmbi s fugitives to the top of this skyscraper ander ekg oe: 







| This level is eR Selma has indicated that Sepp Dietrich, a 12-time political 


construction, ‘you ‘Il meet plenty of bad guys « and 
may have a chance to rescue a few hostages, wo. 


20 
There are plenty of traps and tricks on this level. a ie 
You'll have to make some pretty long leaps. 


“8 ; 
‘Construction sites are dangerous places! Look out wl ee onal as a? 
for time bombs and construction tools in the | | bas 
wrong hands. | 





assassin, is making his way to Hawaii. And by the reception you re getting, it 
looks like youre on a hot trail. Get ready for high-speed jet-ski combat. 

And as if that's not enough, divers will surface from below the water to shoot at 
you — in short, this is no day at the beach. 
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Pues rsue t > it mous Sepp ae 
Dietria ‘through the Hawaiian: Ye wt 
- forest. But this is no tropical ee. “s 










The terrain is rugged and rife with traps 

_and dangers. By now, you should be 

‘pretty adept at using all the skills at your 
command. You'd betterbe. 
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It’s just yo an Nettie fe Pips é as 
- armored exo-skeleton - you don't. 
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If you. fail in your mission, emt $ plot to control the future will succeed, 
and the future you return to will be entirely different, and undoubtedly darker. 


You must accomplish your mission, Captain! 9 15 
a ere 
cease a, 
PA 
i ri, 
i “na - 
« rs a ac ve .— | 
i 5b as, J a ioe ae 
ry, wake iF ‘ = é are + fo 
ae. = J) is ~ ato 4 au 5 ~. r 
5f RAD ANG eae rere binge ; ,, 
PEs elt le Seopa 5 PE ee 
F <=? = 4 . rvs ‘2 
“FF a ‘. 
= : <4 : ¥: . a hy 
x, 





Resist the urge to dispatch enemies from a distance with your PPT - 
‘ties that they will drop gold tokens iT you defeat them in hand-to- 
combat. 


Explore each level carefully - useful items may be hard to find. 4 


Remember that Darien can defend himself — press up on the Control Pad 
to block punches or enemy fire. 


Your time-stalling abilities may be helpful in making it through 
automatic doors or other tight situations. 


Many objects can be pushed oy moved around — some may serve as 
weapons, others may move to reveal something valuable. 


| 
1 
The helicopter is difficult to defeat — take out the ‘nnehincoantien first 4 pes 
then Keep shooting ity helicopter itself until it crashes. SS Ore 


Listen to Selma - she knows wha ie bcs about. 
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 atieu GAMES ivarants tothe engi consumer inchs avatihis Game Fak ("PAK") shal 


be free from defects in material and ‘workmanship. fora period of 90 days fromthe date of 
purchase. If a defect covered by this warranty occurs during this 90-day warranty ess 
MALIBU. GAMES will repair or replace the PAK, at its option, free of charge. ute ey, < 


To receive this warranty service: 

1. DO NOT return your defective Game Pak to the retailer. 

2. Notify the MALIBU GAMES Consumer Service Department of the problem requiring warranty 
service by calling: (818) 501-3241. Our Consumer Service Department is in operation from 9:00 
a.m. to 5:00 p.m. Pacific Standard Time, Monday through Friday. 

3. lf the MALIBU GAMES service technical is unable to solve the problem by phone, he will 
provide you witha Return Authorization number. Simply record this number on the outside 


packaging of your defective PAK, and return: your PAK freight prepaid, at your risk of damage, 
‘together with your sales slip or similar proof- -of-purchase within id 90-day warranty pero to: 


MALIBU GAMES Consumer Service Department, iy pot 
5016 N. Parkway Calabasas, Suite 100, Calabasas, cagsao2 





: _ This. warranty shall not apply if the PAK has been damaged by negligence, accident, 
» _. unreasonable use, modification, dampening, or DY other causes unrelated to the defective 
| materials or pNOsAan Shy me be f 


REPAIRS AFTER EXPIRATION OF WARRANTY: ed 


Ifthe PAK develops a problem after the 90 day warranty period, you may contact the MALIBU j 


=~ ._ , GAMES Consumer Service Department at the phone number noted. If the MALIBU GAMES — 
Pc service technician is unable to solve the problem by phone, he may provide you with a Return 
pda ht oe Authorizatic i} ‘numbe er. You may then record this number on the outside packaging of the 


‘defective PAK freight prepaid to. MALIBU GAMES. MALIBU GAMES will, at its option subject to 
the conditions above, repair the PAK or replace it with anew or repaired PAK. If replacement 
PAKS are not available, the defective PAK will be returned and the $10.00 payment refundable. 


WARRANTY LIMITATIONS: ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 

WARRANTIES OF MERCHANTABILITY AND. FITNESS FOR A PARTICULAR PURPOSE ARE 

HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO 17 
THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL MALIBU GAMES BE LIABLE: FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY ~ 

EXPRESS OR IMPLIED WARRANTIES. 


The provisions of this warranty are valid in the United States only. Some states do not allow 
limitations on how long an implied warranty lasts or exclusion of consequential or incidental 
damages, so the above limitations and exclusion may not apply to you. This warranty gives you 
specific legal rights, and you may also have other rights which vary from state to state. 


Malibu Games, 5016 N. Parkway Calabasas, Suite 100, Calabasas, CA 91302. (818) 591-1310. 
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5016 N. Parkway Calabasas, — 
Suite 100, Calabasas, CA 91302 


“TIME TRAX” TM & © 1994 Warner Bros. Television. 
Malibu bames and THQ, Inc. are registered 
trademarks of THO, Inc. © 1993 THO, Inc. 


Printed in Japan 


